. Policy capturing is a regression-based approach to modeling human judgement. Instead of asking decision makers how they make judgements, judgements are collected from each decision maker and regressed upon key decision variables. The decision makers receive feedback concerning (1) how consistent they were in applying their decision strategies, (2) which decision variables they used, (3) in what manner the decision variables were used (direct, inverse, etc.) and (4) Garcia, Lewis & Fiedler, 1986) . Let it be known from the beginning that I am not and never expect to be a computer programmer. Let it also be known that an understanding of organizational behavior and what our team wanted as a final product for the classroom was critical to the success of the project. And finally, let it be known that having a computer programmer who is familiar and comfortable with instructional design and classroom requirements is a great asset.
Inception
The purpose of our project was to attempt to marry experiential learning with knowledge of organizational behavior research content. To this end we designed a product which was divided into two primary components: The first was composed of five chapters on topics important to organizational behavior, i.e., motivation, communication, decision making, leadership and training and development. The second was a microcomputer-based simulation of a mining organization with a four quarter life in a competitive futuristic setting. This simulation requires student teams to make management decisions based on the chapter topics and significant quantitative business concerns, i.e., pay, bonus, training expenditures, etc.
The role of the computer in the simulation is one of support in the form of processing data and generating feedback to students and the instructor. Students never directly interact with the computer. They simple see computer reports of various types. Instead, the instructor or teaching assistant uses the microcomputer to set up the simulation, input data, and generate feedback.
The initiative for the project came from Chad Lewis who had worked with Phil Lewis, a computer programmer and educational consultant (Lewis, Lewis & Gale, 1985; Lewis & Lewis, 1984; Lewis, 1983) 
Launching the Project
Beginning a project such as ours required that we immediately address three important issues: (1) product quality, (2) marketing strategy, and (3) support for resources required to complete the project.
Our design emphasized quality by stressing the link between student learning in the text with the software-based simulation. We created these links by including features such as tying student feedback reports to page numbers in the student manual so that simulation performance feedback was specific and easy to obtain. To ensure face validity, we built an algorithm which allowed student teams who performed best on the management decisions, reflecting knowledge of subject matter and good business decisions, to generate the highest profits.
Our intended audience was students in introduction to organizational behavior courses and their instructors. After examining our own abilities to distribute and market our product, it became obvious that we needed help. We had no financial support or direct way of distributing our product to teachers of OB. Our only viable option, as we perceived it, was to approach the textbook publishing industry. After all, we felt, why reinvent the wheel? The industry has an active marketing and sales force which could help us reach our market.
The issue of support was in part addressed by our solution to the marketing issue. Once again we turned to the publishing industry, which is motivated by the opportunity to sell products and make a profit. We were fortunate to find interest from several publishers to share in the risk of supporting and developing the product. Our success in obtaining support was due to three factors: (1) our record of completed projects, (2) 
Impact of the Project
The impact of our project will be determined by how it will be recognized by our peers, publishers, and students. I feel one of our major successes is that it is viewed as a textbook with an integrated computer-assisted simulation. This is important for us in that we hoped to enhance, not replace, traditional teaching technologies with the microcomputer.
A nontrivial benefit of the textbook view of the product is that producing a textbook is understood by tenure and promotion committees. Lack of any formal review process is a problem these committees have in judging instructional software produced independently by an individual. The integration of software with a published text overcomes this problem. In this case, so university tenure and promotion committees can rest assured that since the project was published by a textbook company, it is subject to the usual review and scrutiny accorded any other product backed by that publisher. While this process is not equivalent to reviews conducted for scholarly journals, it has recognizable merit, especially in universities with a strong commitment to teaching.
There were other effects of our decision to work with a publisher. Ownership of the product was handled as authorship of a book. While it may not have had the most optimal results in terms of personal profits, it was a practical, straightforward and predictable way to handle ownership. For example, the licensing and use of utility programs in our product was covered by the advance we received form the publisher as well as permission to use copyrighted materials in a text. As in textbook publishing, the marketing and distribution of the product remained under the practical control of the publisher and the sales force. Our interest in proper marketing and protection from pirating was promoted through the sharing of risk with the publisher (e.g., compensation through sales royalties).
We did discover that, at least when we began our project, many publishers were naive regarding software development procedures, except perhaps for computerized test banks. For 
